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Introduction 


SEGA ENTERPRISES. LTD., supported by its high electronic technology of Large 
Scale Integration, microprocessors, etc.,and a wealth of experience, has for more than 
30 years been supplying various innovative and popular game machines to the world 
market. This OWNER’S AND KIT INSTALLATION manual is intended to provide 
detailed comments together with all the necessary in formation covering the operation 
and installation of electronic assemblies, electro-mechanical assemblies, control 
assemblies, and spare or replacement parts for the GOLDEN AXE coin operated game. 
This manual is intended for those who have knowledge of electricity and technical 
expertise in video games Carefully read the enclosed information before starting the kit 
installation or troubleshooting procedures. 

Handling and Installation Precautions 

During Installation: 1 . Be sure to remove power plug when working on the machine. 

2. Be sure all connections and harness routing are secure. 

3 . Make sure all grounding connections are secure and properly affixed. 

4. Do not use any fuse that does not meet the specified rating. 

Prevention of Counterfeiting and Conversion Labeling 


To prevent counterfeit and unauthorized conversions, the following label is sup plied 
with all authorized SEGA kit products. When handling such goods, be sure to locate 
and confirm the label. It is used to prevent illegal acts such as the unauthorized copying 
of the products and the printed circuit boards. 


.*• * •>» rf* *. •** 

I SKUA* t 

1 I * ') si-Ji'B | } 


ORIGINAL SEAL 

TWSPROOUCT B DESIGNED 
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to 


ORIGINAL 
VOID VOID 
VOID 


SEGAEMTERPRSEStLTD 
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Precautions Concerning the Place of Installation 

The CONVERSION KIT is intended to be installed in an indoor game cabinet 
Absolutely do not install it outdoors. When installed indoors the following places 
mentioned below should be avoided to ensure proper operation and usage: 

• Places subject to rain or water leakage, or condensation due to humidity 

• In the proximity of an indoor swimming pool and/or shower 

• Places subject to direct sunlight 

• Places subject to heat sources from heating units, hot air, etc. 

• Vicinity of highly flammable/volatile chemicals or hazardous materials 

• Sloped surfaces 

• Vicinity of anti-disaster facilities such as fire exits and fire extinguishers 

• Places subject to any type of violent impact 

• Dusty environment 
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System Requirements 
Power Supply: 

RFI Line Filter: 


Miscellaneous: 


• Input voltage 90 VAC to 13 5 VAC 60 Hz 

• + 5 volts at 6 amps 

• + 12 volts at 2 amps 

• Over-voltage protected at + 5.8 volts 

• Current limit set at 8 amps 

1. If a switching power supply is used: 

• Current rating of 6 amps 

• Frequency attenuation of the following: 


0.15 MHz 

40db 

0.5 MHz 

65db 

1.0 MHz 

65db 

5.0 MHZ 

55db 

10.0 MHz 

50db 

30.0 MHz 

50db 


2. If a linear power supply is used: 

• Current rating of 5 amps 

• Frequency attenuation of the following: 

! 0.15 MHz 6db 

0.5 MHz 1 9db 

1.0 MHz 28db 

5 .0 MHz 42db 

10.0 MHz 45db 

30.0 MHz 50db 


Line Fuse: 

Speaker 
On/Off Switch: 
Isolation Transformer 
Coin Door 
Coin Meter 
Power Cord: 


4 amp 120 VAC 
8 ohms 10 watt 
6 amp 120 VAC 

115 VAC primary. 115 VAC secondary. 100 Watts 
Dual coin acceptors 
+ 5 Volt DC 

Three conductor with ground 


Color Monitor 

• Video input I volt to 5 volt peak-to~peak positive polarity 

• Sync TIL negative polarity separate horizontal and vertical 

• Horizontal frequency 15 . 7 50 KHz 

• Vertical frequency 60 Hz 

• Video bandwidth 1 2 MHz or greater 

• Horizontal mounted 

• Recommended size 19 inch 
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Tools Required 


Cabinet Preparation 


Drill 

Hole cutter 1-3/16" • 

Phillips screw driver 
Flat blade screw driver 
Small flat blade screw driver 
Scissors - 

Sand paper 
Paint 

• Xacto knife 
• 'Wood patch 


,4 ■ 


r -V 




1. Remove old PCB. and all existing game harnesses. 

2. Remove and disassemble the control panel. 

3. Remove any side decals, monitor bezel, and marquee. 

4. Using sandpaper and/or paint thinner, clean and smooth the cabinet for paint 
preparation. Use wood patch to fill any nicks or flaws in the cabinet 

5. Paint cabinet if required. 

6. Wipe down and vacuum cabinet as necessary. 


NOTE: You are building a new game, not just changing an old one. A nice, clean, 
and new looking conversion not only earns better, but lasts longer. 



Kit Component Verification 

Verify each component with the kit list provided to assure your kit is 
complete. If any part is missing after the inventory is taken, please 
contact your distributor and provide to them the following information: 

1. Kit Serial Number 

2 . Part Number and description of missing item/s 

3 . Date received ■■■*•■ . •> 


KIT LIST 


Part Number 

Quantity 

Description 

0002-0000 

2 

. #6 x 3/8 P/H Phil Tek 

0002-0001 

4 

#6 x 3/4 P/H Phil "AB" SMS 

0312-0024 

16 

#10-24 x 1 3/4 Carr Bolt (Blk) 

0502-0024 

16 

#10-24 Hexnut 

0612-0024 

16 

#10 Split Lock Washer 

0692-0024 

16 

#10 Hat Washer 1/2" OD 

2112-0000 

2 

Wire Nut #18 

421-5801-139 

' ; ^1 

License Seal 

4750-0049 

• •’• A' J 

Vol Control 100 Ohm 10 Watt 

5090-5028 

2 • 

PB SPST Switch Momentary 

833^8932-02 


Game Board, Golden Axe II 

999-0047 

1 .. 

FCC Plate 

999-0094 

1 

I/O Harness, Generic 

JAM-0000 

1 

Standard Jamma Harness 

KRO-1721 

'1 

Service Switch Bracket 

999-0122 

4 

Joystick, Red 

999-0121 

4 

Vertical Microswitch, White 

999-0123 

* 4 

Vertical Microswitch, Red 

999-0124 .»!, - 

. A 

Vertical Microswitch, Yellow 

999-0142 

4 

Vertical Microswitch, Blue 

999-0 126-K 

1 

Marquee, Golden Axe II 

999-01 28-K 

1 

Control Panel Overlay 

999-0137 

1 

Monitor Bezel w/Instructions 

999-0140 

2 

Side Decals, Golden Axe II 

999-0141 

1 

Label Sheet 


(1) Test, Service, Volume Sticker 

(4) Joystick Stickers 

(4) Jump 

(4) Magic 

(4) Attack 

(4) Player Start Stickers 
(1) Play Instructions 
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Installation Procedure 


Monitor Bezel 


License Seal 


Side Decal 


Marquee Plex. 


Control Panel 


Locate MONITOR BEZEL (999-0137). Measure the size of existing monitor 
bezel or the required size to fit and cut cardboard monitor bezel to size. 

(see figure I ) 

Locate the LICENSE SEAL (421-5809-139) and place seal as shown 
in figure 1. Install Monitor Bezel on game cabinet. Note: Verify that the 
License Seal will be visible when the bezel is installed on game cabinet. 

Locate the SIDE ART (999*0140): Install on the left and right side 

panels of the cabinet (see figure 1). Note: A mild glass cleaner 

can be used on the cabinet to position the artwork as desired. A squeegee may be 

used to remove any wrinkles in the artwork if soapy water is used. 

Locate the MARQUEE PLEX (999-0 126-K). Measure the size of 
existing marquee plex or required size to fit and trim the marquee plex to 
size. Install on cabinet, (see figure I ) 

Locate the CONTROL PANEL OVERLAY (999-0128-K). Measure the size 
required and cut the control panel overlay to fit the existing control panel. 

• ; ,,r f 

Define the location of the player push buttons and joystick^) on the control 
panel. 

Cut holes in control panel to locate buttons and joystick(s). See template for 
button and joystick, v 

Install the 'PLAYER START STICKERS" on the control panel overlay. 

Install player control button labels, MAGIC, ATTACK and JUMP on the control 
panel overlay .; 


Install the JOYSTICK label(s) on the control panel overlay 

Install YELLOW buttons (999-0124) in the "MAGIC" locations. 

Install RED buttons (999-0123) in the "ATTACK" locations. 

Install BLUE buttons (999-0142) in the 'JUMP' locations. 

Install WHITE buttons (999-0121) in 1 PLAYER START and 2 PLAYER 
START locations. 
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Service Switch 
Assembly 


NOTE: When buttons are securely placed and tightened in the control panel assembly, 
a small amount of clear RTV Silicone may be placed on two or three areas of 
the lock-nut to keep the switches from being unscrewed from the top of the 
panel. • 

Locate the JOYSTICK(S) (999-0122). This package consists of the following 

six components: 

a. Pre-assembled joystick(s) base assembly with microswitches 

b. E-ring 

c. Black knob & shaft 

d. 2" Dia. washer 

e. Actuator plastic 

f. Pivot cone 


The final assembly of the joystick(s) must be performed after the joystick(s) base 
assembly is mounted on the control panel. Locate the following: •"> 

a. #10-24 X 1 3/4" Carr/Bolt Black (0312-0024) (16 ea) 

b. #10-24 Hex nut (0502-0024) (16 ea) 

c. # 10 Flat Washer 1/2" OD (0692-0024) (16 ea) 

d. #10 Split Lock Washer (0612-0024) (16 ea) 

Use the above components to secure the joystick base assembly to the control panel. 
The final assembly of the joystick(s) is performed by: 

a. Placing the 2 " Dia. washer over the Black knob & shaft 

b. Install the Pivot cone on the shaft. 

c. Install the Red knob & shaft assembly through the joysticks) base 
assembly on the control panel.; 

d. Install the Actuator micro/switch on the shaft. 

e. Install the E-ring on the shaft to secure the assembly. 

' Ldcate SERVICE SWITCH BRACKET (KRO-1721 ) and install two PUSH 
BUTTON SPST SWITCH MOMENTARY (5090-5028) into bracket. 

Locate VOLUME CONTROL 100 OHM 10 WATT (4750-0049) and install into 
service switch bracket. 

Locate TEST, SERVICE, VOLUME STICKER and place on the service 
switch bracket 

Install the Service Switch Assembly using 2 ea #6 x 3/8 P/H PHIL TEK screws 
(0002-0000) in the cabinet at either of the following locations (see figure 2): 

• On top of the steel enclosure for the Cash Box, inside the coin door. 

N OTE: The TEK screws have a drill point and will drill through the steel 
enclosure. 

• Inside to the left of the coin door, mounted to the wood cabinet. 
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Harness Installation Locate the JAMMA HARNESS (JAM-0000) and install as shown in figure 2. 

Connect the harpess to the POWER SUPPLY as follows: (see figure 3) 

a. + 5 volt source. (Pins 3,4, C, D of Jamma Harness) 

b. + 12 volt source. (Pins 6, F of Jamma Harness) 

c. GND source. (Pins B, 27, e, 28, f of JAMMA HARNESS) 

Connect the harness to the COIN DOOR as follows: (see figure 4) 

a. Connect the wire to coin chute 2 acceptor microswitch COMMON terminal. 
(Pin T of JAMMA) 

b. Connect the wire to coin chute I acceptor microswitch COMMON terminal. 
(Pin 16 of JAMMA) 

c. Connect the wire to coin chute 1 and 2 acceptor microswitch NORMALLY 
OPEN terminal. (Pin A of JAMMA) 

d. Also connect Pin A JAMMA to one side of each lamp on the coin door. 

e. Connect + 5 volts from the power supply to the other side of each lamp on the 
coin door. 

Connect the harness to the COIN METER by using two WIRE NUTS 
(2112-0000). (see figure 5) 

NOTE: Some coin meters have an internal diode. 
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Connect the harness to the CONTROL PANEL as follows: 

a. Route and connect the daisy chained wire to the terminal of the 
PLAYER PUSH BUTTONS and JOYSTICK. 

b. Connect the control panel harness wires as follows: 


Use "the 56P EDGE CONNECTOR which is on the 
MAIN BD ; and JST 05P,JST lOP.and J ST IIP 
CONNECTORS whi-ch are on t : he I/O BD. 

The inside of < > refers to the PIN ASSIGNMENT 

with the COIN CHUTE TYPE set to INDIVIDUAL. 


4 


■COMPONENT.^ 

GND 
+ 5 V 
+ 5V 

(NOT USED) 

+ 12V 
(NOT USED) 
COIN METER 1 
(NOT USED) ^ 
SPEAKER (+) 
(NOT USED) 
RED 
BLUE 
GND (SYNC) 
TEST 
COIN) COIN 1 
MP START 
IP UP 
IP DOWN 
IP LEFT 
IP RIGHT 
IP ATTACK 
IP JUMP 
- IP MAGIC 
(NOT USED) 
(NOT USED) 
GND 
GND 


PLAYER TYPE 

PIN ASSIGNMENT 
(JAMMA) 


( 4P 


1 

A 

£ 

B 

3 

£ 

4 

b 

5 

E 


F 


H 

8 

j 




1 0 



) 1 

M 

J 2 

N 

1 3 

P 

1 4 

R 

15 

S 


T 

l? 

U 

18 

V 


W 


X 

2 1 

Y 

22 

Z 

2? 

a 

& 4 

b 

2$ 

c 

26 

d 

£1 

e 

28 

f 


5 6P P = 


J (fJo°iE CN4) 

1— 3P START 
r 4P START 

“ : (NOT USED)( COIN 3(2P C0IN)> 

" (not USEDX COIN 4(1P C01N)> 

■ — GND 



'O 


SOLDER SIDE. 

GND 
GND 
+ 5V 
+ 5V 

(NOT USED) 

+ 12V 

(NOT USED) 

COIN METER 2 
(NOT USED) 
SPEAKER (-) 

(NOT USED) 

GREEN 

SYNC 

ALL SERVICE 
(NOT USED) 

COIN 2( 3P COIN) 
2P START 
2P UP 
2P DOWN 
2P LEFT 
2P RIGHT 
2P ATTACK 
2P JUMP 
2P MAGIC 
(NOT USED) 

(NOT USED) 

GND 

GND 

im 

CN2) 




1 

3P UP 

1 

2 

3P DOW 

2 

_3_ 

3P LEFT 

A 

A 

— 3P RIGHT 

4 

5 

— GND 

5 


— 3P ATTACK 
3P JUMP 

6 

7 

8 

3P MAGIC 

8 

_9_ 

(NOT USED) 

9 

10 

GND 

10 



n 


CN3) 

4P UP 
4P DOWN 
4P LEFT 
4P RIGHT 
GND 

4P ATTACK 
4P JUMP 
4P MAGIC 
(NOT USED) 
GND 
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Cabinet 115 VAC 
System Grounding 


Cabinet System 
Checkout 


Locate the GROUND lead (green) of the 1 1 5 volt input power Line ‘.n \ * 

This must be- connected to all components of the game system. This is a safety 
requirement for the players protection. This AC GROUND must be of # 18 AWG 
wire or larger. 

Apply power to cabinet system and check for the following voltages. If any 
voltage is incorrect, remove power and correct problem before proceeding any 
further. * l ' ‘ 

a. + 5 Volts on pins 3,4, C, and D of the 56 pin PCB connector. 

(Interface Connector) 

b. + 12 Volts on pins 5 and E of the 56 pin PCB connector. 

c. No voltage present on any other pins of the 56 pin PCB connector. 

Check that the monitor has power. This can be accomplished by observing the 
glow of the filament inside the neck of the picture tube. 


Check that the Marquee lamp has power. 

Check that the system ON/OFF switch functions properly 

WARNING: PROCEED ONLY IF THR ABOVE CHECKS ARE CORRECT 

PCB Installation Locate the GAME and install the logic PCB inside the cabinet 

(see figure 2). Use ~4 ea) #6 x 3/4 P/H PHIL "AB" SMS (0002-0001 ) to secure 
the PCB through its’ mounting feet 


Locate the Switch Setting Sheet. Place this sheet on the inside of the game so 
that it is visible when the back door is removed or opened. This will allow the 
DIP SWITCH OPTIONS to' be haridy when service or changes in options are 
required. 

Connect the 56 pin connector of the Interface Harness to the PCB with the label 
on the same side as the components on the PCB. The 56 pin connector is marked 
with "COMPONENT SIDE”. 

' • . • .1 . 

NOTE: If not Connected properly, the system will not function and damage can occur 
;• to the PCBi 
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Test Mode 




T h i s m at Lnil y c h e c k s if 

BI V s .? c 

and alio. 

s e t ‘t I t'm e>n t s 


ifh e operation of the. g am e 
T M * 0? .J- nw?.ni to r c o-l or a d i u s t m e,nt s , 
for CO 1 N , ASS I GNME NT S/GAME ASSIGNMENTS 


Selection of TEST ITEMS 

fJ fl TE.SjTy-.^W .J o. . c a,u s>® the foil owl n ? TEST 5 

ITEM MENU to appear: 


(NOTE 1) 


■i - .. ' »' v.v : - • v ! /\. !*. • r.' .;>■ • . 

' 2) B p u s li i n ? t h e SERVICE SW, bring 1 the arrow mark 
-»■ to the d $ sir e d ; i& em and Press the TEST 
button. 


TEST MODE 

'X - M^r.KlND-l VI DUAL ' 
; ,.j MEMOrRX TEST. , & 

’ INPUT TEST 
$OUND T.?ST.jr- ,, 

GAME ASSIGNMENTS 
... COI.tf, ASSIGNMENTS, 
BOOKKEEPING 


. BACKUP, data clear 
OUTPUT TEST 




• ’r «... [ '•"■j'Jyl ';<< t;v.> • v ; . , 

3) <Wh e n the eist h as • bee n c-omp 1 eted» bring" 
EXIT .and pus ft o> t ft e TEST ft utton. 




t o 


NOTE 1 iNormal !y, this will not be 
Only when the BD is used for the 
M E GAL 0 5 0 (w i t h * 0- 1 P-' SW o . 1 b e i n g 
i, wi I 1 be d i s p l f a, ; y e,d v : , s 


displayed. 
SEGA 1 s cabinet 
turned ON) , i t 


Brin? t o 

to change it 


"INDIVIDUAL" and Push the TEST button 
,to. "CONTINUE",, 


Bringing t o “CONT I?NUE'’ a n d Push in? the TEST 

button without pressin? the SERVICE button will 
change the screen sequentially. 
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©MEMORY TEST 


Check the PCB’ $ .MEMQRYf ICs. •; - ' ;t 

When the IC is in ?ood operating: condition,/;' 
“GOOD” will be indicated. 

If ' t h e r ef e x i s t s fan y .mat 1 fw^c t i o n i n.gr: of the IC’ 
“BAD” w if; I 1 b e .■ i n d ii/ c a tad;. , ; . . ’ i; r '■ 


ij $ ? ; I i3 :'i 



MEMORY 

TEST 


<Wl 

GOOD 

IC 9 

GOOD, 

I C 1 7 

GOOD! 

IC1 8 

GOOD 

<RAM> 

j 

I C 1 6 

GOOD 

I C36 

GOOD 

IC37 

GO oil 

I C61 

GOOD 

I C 6 2 

GOOD 

I C63 . 

} GOOD 

I C 6 4 

GOOD 

I C 6 5 

GOOD 

I C 6 6 

GOOD 

I C 6 8 

GOOD 

I C 6 9 

GOOD, 

I C 7 0 

GOOD: 

I C7 1 

GOOD 

I C7 4 

GOOD; 

IC75 

GOO.D 

PUSH 

TEST iBUTTON TO 

EXIT 



Push the TE ST ?b u t it|0 n vt o h,a v«e t he MENU return on 
to the scree n i. . \ 

x .. i • * ■ ; t . \ \ • *' * 



i 
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©INPUT TEST 


This test displays the state of each switch. 
If the switch groes ON wh 6 n a c t I vate'd i t i s 
satisfactory ■/* ; ■ - ■ 

The display changes when th ; fe CABINET TYPE and 
START BUTTON setting’s in the GAME ASSIGNMENTS 
as well as the COIN CHUTE TYPE setting: in the 
COIN ASSIGNMENTS are changed. 




INPUT 

TEST 



PLAYER 

IP 

2P r , 



UP 

Off 

Off 



DOWN 

Off 

Off 



RIGHT 

Off 

Of f 



LEFT 

Off 

Off 



ATTACK 

Off 

0 f f 1 

.} 


JUMP 

Off 

Off ’ 



MAGIC 

Off 

of f ; 



START 

Off 

Off 



COIN CHUTE 

#1- 

Off #2 — 0 f f 


SERVICE 

AT 

CABINET Off 

SERVICE 

ON 

BOARD 

Off 

PUSH TEST BUTTON 

TO EXIT 


INPUT 

TEST 



PLAYER 

IP 

2P 

3 P 

4P 

UP 

Off 

Off 

Off 

Off 

DOWN 

Off 

Of f 

Of f 

Off 

RIGHT 

Off 

Off 

Off , 

Off 

LEFT 

Off 

Off 

Off 

Off 

ATTACK 

Off 

Off 

Off 

Off 

* J UMP 

Off 

Off 

Off 

Off 

MAGIC 

Off 

Off 

Off 

Off 

START 

Off 

Off 

Off 

Off 

COIN 

Off 

Off 

Off 

Off 


SERVICE AT CABINET Off 


SERVICE ON BOARD Off 

PUSH TEST BUTTON TO EXIT 


CABINET TYPE 
. . . 2P 



In the case 
of the above 
setting: 


CABLET' 


TYPE 


COIN 

a: n 


In the case 
of the above 
setting 1 : 


Push the TEST button to have the MENU return 
on to the screen. 
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©SOUND TEST 


XX 


This allows sound used fn- J t‘h'e 

M fi ■ r. ■ :: 0 f; fl O 

SOUND TEST" 


No. 0 


SEL WsA E WfW TT0N 


t o b e' ti e ’s t e d . 

- V -'V ; i * Vo i : 

„ '• ; H •) • 


Pressing: the SERVICE BUTTON _ i ncr eases the 
number by one and changes the sound. 


Push the TEST button to have the MENU 
return on to the s clree n . ? & • 1 v. < . •••; . 

: • -J i ■' d ■ ' -I • r . ) f : . ; ..s 



n n 






-IS- 



(DC. R. T. TEST 


I. RGB COLOR ADJUSTMENT SCREEN 

This pagre allows for checkin? the monitor 
colorcheck. 



PUSH TEST BUTTON TO CONTINUE 


Each of the R(red) , G(?reen) and B(blue) colors 
is most dark at the left-hand end and becomes 
brighter in 31 gradations towards the right- 
hand end. The monitor brightness is satisfactory 
if the white color bar is black at the left- 
hand end and white at the right-hand end. 
Pressing the TEST button causes the screen to 
proceed to the next page. 




- 14 - 







D. MONITOR SIZE ADJUSTMENT SCREEN 

* .. \ ; "i ■ ; . ■ ■ .. 

This page allows t h*e monitor size to be checked 



Make adjustments in amanner so that the 
checkered portions for checking do not go 
beyond the screen. 


Press the TEST button to have the MENU return 
on to the screen. 
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©GAME ASSIGNMENTS 

Allows same difficulty adjustments and the 
CABINET TYPE sett ins to be chansed . 

SELECTION OF DESIRED ITEM 

1) Press the SERVICE button to move the “-►"and 
brins it to the desired item. 


2) Press the TEST button to change the seating*. 



GAME ASSIGNMENTS 


GAME D^g^CULTY 

har6 

DBBmazz 

INITIAL PLAYERS 

1 

INITIAL VITALITY 

40 

ADVERTISE SOUND 

OFF 

MONITOR FLIP NORMAL 

CABINET TYPE 

4P 

START BUTTON 

USE 

MOVING SEAT 

USE 

-»EXIT 


m E FSsH v T§§? v iSfT8fi TT0N 


(A) 

(B) 

(C) 

(D) 

(E) 

(F) 

(G) 

(H) 


(A) GAME DIFFICULTY 

Sets the same* s overall difficulty (EASY 1~HARD 8 ; 
set to 4 in the standard set tins). 

(B) INITIAL PLAYERS . 

Sets the number of players allotted. The sarnie, 
number applies to both cases of starting and 
continuing’ (M in. l»Max. 5, with the standard 
settins being 1). 

(C) INITIAL VITALITY 

Sets the on-screen player’s vitality. 
(Min.l6,Max.48»with the standard setting 
being 40) 

(D) ADVERTISE SOUND 

Determines whether ADVERTISE SOUND is to be 
emitted or not (set to OFF in the standard 
s e t t i n s) . 

(E) MONITOR FLIP 

Determines whether .the screen is to be inverted 
or not (set to NORMAL in the standard setting*) 
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(F) CABINET TYPE 

Sets the number of persons who can play 
s i mu 1 taneously. 

Set this in a manner to meet the type of the 
CONTROL PANEL (2P, 3P, or 4P;set to 4P in the 
standard s e 1 1 i n sr ) . ? 


(G) START BUTTON 

Determines whether the START button is to be 
used or not used (USE, NO USE). NO USE is set 
for the type of CAB I NET ; wh i c h does not have 
the START button and in this case, either the 
ATTACK button or JUMP button, MAGIC button is 
used in lieu of the ST ART but ton (set to USE in 
the standard settin s) . 


(H) MOVING SEAT 

No r ma l 1 y , t h i s will not be displayed. Only when 
the BD is used for the SEGA’ s cabinet MEGALO 50 
(with DIP SW No. 1 being: turned ON) , i t will be 
displayed. Said SW being* turned USE allows for 
moving: and NO USE does not (in the STANDARD 
S E T T I N G , i t is set to USE) 1 
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©COIN ASSIGNMENTS 


In this mode, the COIN/CREDIT setting 1 , etc, can 
be changed . > * v- . ? 


SELECTION OF DESIRED:; ITEM. 


1) Press 
i ,t to 


the 

the 


SERVICE 
d e s i red 


button 

item. 


to move 


« 


and bring 


2) Press the 

3) A f t e r the 

t h e t o 


TEST button to change the setting. 

f ' ' ? ! • : v \ ? * 

des i r e d sett i n g i s f in i shed, b r i n g 
“EXIT” and press the TEST button.. 


i 


“COMMON” SETTING 
COIN ASS I GNMENTS* ^ ’ 

COIN CHUTE TYPE COMMON 

CREDIT TO START 2 CREDITS 


COIN 

/ CREDIT 

S ETT I NG 

# 1 

: l 

COIN 

CHUTE 

n -- 

#1 1 

COIN, ,.jl 

.CREDIT 

COIN 

CHUTE 

#2 1 

COIN 1. 

CREDIT 


MANUAL SETTING 
-EXIT 

m E ^sg Y Tii? v ^M TT0N 


- (A) 
-(B) 
“ (C) 


“ (D) 


“INDIVIDUAL” SETTING 


COIN ASSIGNMENTS 


COIN CHUTE TYPE 

INDIVIDUAL 

CREDIT TO START 

2 

CREDITS 

COIN / CREDIT SETTING 

# 1 

COIN CHUTE #1 1 

COIN 1 

CREDIT 

MANUAL SETTING 



-EXIT 



m E M sFxii 

? v £6?t8H TT0N 


“ (A) 
- (B) 
“ (C) 


“ (D) 
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(A) COIN CHUTE TYPE 

This determines whether coins are accepted in 
c o mm on or separately for each station (set to 
INDIVIDUAL in the standard setting) . 


COMMON: 

Used for the type of CABINET whose coin 
acceptance is a COMMON type one. In this setting, 
use COIN 1/COIN 2 coin port regardless of the 
n umb er of players. 


INDIVIDUAL: 

Used for the type of CABINET which has a coin 
chute for each player, with each coin chute 
being* able to accept coins. 

In addition, with this setting, as regards the 
coin port, refer to PIN ASSIGNMENT for each 
PLAYER TYPE. 


(B) CREDIT TO START 

Sets the number of CREDITS required when 
starting the game (1 CREDIT, 2 CREDITS). 

Even when set to 2 CREDITS, you can CONTINUE 
with 1 CREDITCset to 2 CREDITS in the standard 
setting). 


(C) COIN/CREDIT SETTING 

Sets the CREDIT increase increment per coin 
insertion. There are 26 settings from #1 to 
#26 , e x P r e s s e d in OO CREDIT as against OO COINS 
inserted. 

#26 refer to FREE PLAY (SETT I NG #1 in the 
standard setting). 

Also, there are some setting numbers not shown 
in the INDIVIDUAL setting (for d e t a i l s , r e f e r to 
Tab 1 e 1-3) . 


(D) MANUAL SETTING 

The CREDIT’S incremental increase settings as 
against a coin insertion are shown in further 
details than in (C) .. . f or details, refer to 
Table 4. Also, note that when this MANUAL 
SETTING is performed, the COIN/CREDIT setting 
becomes ineffective. 
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— (E) 

— (F) 

— (G) 


“INDIVIDUAL” SETTING 


— (E) 

— (F) 

— (G) 


(E) COIN TO CREDIT 

Determines COIN/CREDIT setting. 

(F) BONUS ADDER , 

This sets how many COINS should be 
to obtain one SERVICE COIN. 

(G) COIN CHUTE MULTIPLIER 
This sets how many tokens one COIN 


inserted 


represents. 


COIN ASSIGNMENTS 

COIN TO CREDIT 1 COIN 1 CREDIT 
BONUS ADDER ; NO BONUS ADDER 
COIN CHUTE MULTIPLIER 
CO I N 1 COJN QOUNJS A£ 1 COIN 


CR 


LJ 


t 


EXIT 


8Sb E £Ssl Y T§I? v i8fTBK TTON 


“COMMON” SETTING 


COIN ASSIGNMENTS, 

COIN TO CREDIT 1 COIN 1 CREDIT 
BONUS ADDER- - * NO BONUS ADDER 
COIN CHUTE #1 MULTIPLIER 


CO 


N 


CRED I 


* 


\ C0 4 1N 


OUNTS ^S 


COIN CHUTE #2 MULTIPLIER 
COIN 1 COIN COUNTS AS 


CR 
* EX 


OUNT S 

LJ 111 =’ 


1 COIN 
8 8 
8 9 


>8 C0 J N 

8 8 


ilb E 8JsS Y Tlif v i6fT8!i TTON 
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TABLE 1 iCOtN/CREDIT SETTING (COIN CHUTE COMMON TYPE) 


NAME OF SETTING 

COIN 

CHUTE 1 i 

COIN 

CHUTE 2 

SETTING 

#1 

1 CO I N 

s 1 CREDIT 

ICO IN 

1CRED IT 

SETTING 

#2 

1 CO I N 

1CREDIT 

1COIN 

2CREDITS 

SETTING 

#3 

1 CO I N 

1 CREDIT 

ICO IN 

3CREDITS 

SETTING 

#4 

1 CO I N 

1CRED IT 

1 CO I N 

4CREDITS 

SETTING 

#5 

1 CO I N 

1 CREDIT 

1 CO I N 

5CREDITS 

SETTING 

#6 

1 CO I N 

2CRED ITS 

1 CO I N 

2CRED ITS 

SETTING 

#7 

ICO IN 

2 CREDITS 

1 CO I N 

5CRED ITS 

SETTING 

#8 

1 CO I N 

3 CREDITS 

1 CO I N 

3CREDITS 

SETTING 

#9 

1 CO I N 

4CREDITS 

ICO IN 

4CREDITS 

SETTING 

#10 

1 CO I N 

5CRED ITS 

1 CO I N 

5CREDITS 

SETTING 

#1 1 

1 CO I N 

6CRED ITS 

1 CO I N 

6CREDITS 

SETTING 

#12 

2COINS 

1CREDIT 

2COINS 

1CREDIT 

SETTING 

#13 

2COINS 

1CREDIT 

ICO IN 

1CREDIT 

SETTING 

#14 

2COINS 

1CREDIT 

1 CO I N 

2CREDITS 

SETTING 

#15 

1 CO I N 

2 CO I NS 

1CRED IT 
3CREDITS 

1 CO I N 
2COINS 

1CREDIT 

3CREDITS 

SETTING 

#16 

1 CO I N 
2COINS 

1CRED IT 
3CRED ITS 

1 CO I N 

3CREDITS 

SETTING 

#17 

3COINS 

1CRED IT 

3CO INS 

1CREDIT 

SETTING 

#18 

4COINS 

1 CREDIT 

4CO INS 

1CREDIT 

SETTING 

#19 

1 CO I N 
2COINS 
3 CO INS 
4COINS 

1CREDIT 
2CRED ITS 
3CRED ITS 
5CREDITS 

1 CO I N 
2CO INS 
3 CO I NS 
4COINS 

1CREDIT 

2CREDITS 

3CREDITS 

5CREDITS 

SETTING 

#20 

1 CO I N 
2COINS 
3COINS 
4COINS 

1CRED IT 
2CRED ITS 
3CRED ITS 
5CRED ITS 

1 CO I N 

5CRED ITS 
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TABLE 2: COIN/CREDIT SETTING (COIN CHUTE COMMON TYPE) 


NAME OF SETTING 

COIN CHUTE 1 

)COIN CHUTE 2 AV 

SETTING #21 

3COINS 1 CREDIT 

5 CO INS 2CREDITS 

ICO IN 2CREDIT.S 

SETTING #22 

2COINS 1CRED IT 

4COINS 2CRED ITS 

5 CO INS 3CREDITS 

2 CO I NS 1 CREDIT 
4COINS 2CRED ITS 
5COINS 3CRED ITS 

SETTING #23 

r 

2COINS 1CREDIT 
4C0INS 2CREDITS 

5 CO I NS 3CREDITS 

ICO I N 3CREDITS 

SETTING #24 

1COIN 1CREDIT 
2C0INS 2CRED ITS 

3 CO I NS 3CREDITS 
4COINS 4CREDITS 

5 CO INS 6CREDITS 

1COIN 1CREDIT 
2C0INS 2CREDITS 
3COINS 3CREDITS 
4COINS 4CREDITS 
5COINS 6CREDITS 

SETTING #25 

1COIN 1CREDIT 
2COINS 2CREDITS 
3C0.1NS 3CREDITS 
4COINS 4CREDITS 

5 CO I NS 6CREDITS 

1COIN 6CRED1TS 

SETTING #26 

FREE PLAY 

FREE PLAY 




















TABLE 3 : COIN/CRED IT SETTING 

(COIN CHUTE INDIVIDUAL TYPE) 


NAME OF SETTING 

EACH STATION’S COIN CHUTE 

SETTING #1 

ICO IN 1 CREDIT 

SETTING #6 

ICO IN 2 CREDITS 

SETTING #8 

1 COIN ^CREDITS 

SETTING #9 

ICO IN i 4CREDITS 

SETTING #10 

ICO IN ^,,5 CREDITS 

SETTING #1 1 

ICO IN ■ ^CREDITS 

SETTING #12 

2 CO INS ,1 CREDIT 

SETTING #15 

ICO IN 1 CREDIT 
2COI NS 30 RED I TS 

SETTING #17 

3 CO I NS 1CREDIT 

SETTING #18 

4C0 I NSr 1 CREDIT 

SETTING #19 

1C0IN 1CREDIT 

2 00 I NS ^CREDITS 

3 00 INS 3 CREDITS 

4 COINS 5CRED J TS 

SETTING #21 

3C0INS IC'REDIT 

5 CO I NS 2CRED I TS - 

SETTING #22 

2 CO I NS 1 CREDIT 

4 C 0 1 N S 1 2CRED ITS 

5 CO I NS 3CRED ITS 

SETTING #24 

ICO IN 1 CREDIT 

2 CO I NS 2CREDITS 

3 CO I NS 3CREDITS 

4 CO INS ; 4CRED ITS 
5C0INS ; 6CRED I TS 

SETTING #26 

- FREE;* PLAY 
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TABLE 4:MANUAL SETTING 


COIN TO CREDIT - 


BONUS ADDER 


COIN CHUTE #1 

MULTIPLIER 


COIN CHUTE #2 

MULTIPLIER 


1COIN • 

1 CREDIT ~ 

2COINS 

~’l CREDIT “ 

3 C O INS 

1 CREDIT' 

4COINS 

1 CREDIT 

5 CO I NS 

ll CREDIT 7“ " 

6 CQINS 

1 CREDIT ~"7 ‘ 


7 CO INS I CR ED I ' 


8COINS 1 CREDIT 


9COINS ,1 CREDIT 


NO BONUS' 


2 -COINS 0 

3 COINS G 


4 COINS G 


5 COINS G 


6 GOINS G 


7 COINS G 


8 COINS G 

9 COINS G 


ADDER 


IVE 1 


I VE 1 


IVE 1 


IVE 1 


IVE 1 


IVE 1 


IVE 1 
IVE 1 


EXTRA 


EXTRA 


EXTRA 


EXTRA 


EXTRA 


EXTRA 


EXTRA 

EXTRA 1 


COIN 


COIN 


COIN 


COIN 


COIN 


COIN 


COIN 

COIN 


COIN- COUNTS AS 


COUNTS AS 


COIN 


COINS 



COIN 

COUNTS 

AS 

4 

COINS 

_ 1 _ 

COIN 

COUNTS 

AS 

5 

COINS 


COIN- 

COUNTS 

AS 

6 

COINS 

1 

COIN 

COUNTS 

AS 

7 

COINS 

nr 

COIN 

COUNTS 

AS 

8 

COINS 


COIN 

COUNTS 

AS 

9 

COINS 



COIN 

COUNTS 

AS 

1 

COIN 

1 

COIN 

COUNTS 

AS 

2 

COINS 


COIN 

COUNTS 

AS 

3 

COINS 

_ 1 _ 

COIN 

COUNTS 

AS 

4 

COINS 

J_ 

COIN 

COUNTS 

AS 

5 

COINS 

1 

COIN 

COUNTS 

AS 

6 

COINS 

1 

COIN 

COUNTS 

AS 

7 

COINS 

1 

COIN 

COUNTS 

AS 

8 

COINS 

1 

COIN 

COUNTS 

AS 

9 

COINS 






EXAMPLES FOR THE CALCULATION OF CREDITS SET IN THE 
“MANUAL” SETTING 


E x amp lei 

COIN CHUTE TYPE • • • INDIVIDUAL 
COIN TO CREDIT*'* • •"4 COINS 1 CREDIT 

BONUS ADDER 2 CO IMS GI VE 1 EXTRA COIN 

COIN CHUTE MULTIPLIER 

•••1 COIN COUNTS AS 2 COINS 


In the above setting, when 7 coins are inserted 
in the IP COIN CHUTE* the number of IP credits 
will be as foil o w s l 


1) As Per the COIN CHUTE MULT I PL I ER se 1 1 i ng, s i nee 
1 coin, .inserted counts as 2 c o i ns ,7 c o i n.s 
inserted will be equivalent to 14 coins. 


2) Accord ing to th ; e BONUS ADDER ..se t t i n?, every 
2 coins earn one service c oi n » t he r e f o r e , • , v { , 
the equivalent v o f 14 coins wi 1 1> have 7 service 
coins added) result in;? in the equivalent of 
21 coins. 


3) According' to the COIN, TO CREDIT setting, 4 coins 
make 1 credit, therefore, the equivalent of 21 
coins makes 5 and a quarter credits. 



I 
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Ex amp 1 e 2 


COIN CHUTE TYPE • • • COMMON 

COIN TO CRED I T • • • *6 COINS 1 CREDIT 

BONUS ADDER *3 COINS GIVE 1 EXTRA COIN 

COIN CHUTE #1 MULTIPLIER 

•••1 COIN 1 COUNTS AS 4 COINS 
COIN CHUTE #2 MULTIPLIER 

•••1 COIN COUNTS AS 5 COINS 


In the above se t t i nffs , when 3 coins af e inserted 
into COIN CHUTE #1 and 5- c o i n s into COIN CHUTE #2, 
the number of CREDITS will be as follows: 


1) Accordi n gr to COIN CHUTE #1 MULTIPLIER setting*, 
one coin inserted counts as 4 coins, therefore, 
3 coins are equivalent to 12 coins. 


2) According* to the COIN CHUTE #2 MULTIPLIER 
setting*, on e coin inserted’ counts as 5 coins, 
therefore, 5 coins inserted into COIN CHUTE #2 
will be equivalent to 25 coins. 


3) Th e total number of coins in COIN CHUTE #1 and 
#2 will be equivalent to 37 coins. 


4) Accordi ngr to BONUS ADDER setting:, every 3 coins 
will earn one service coin, therefore, the 
equivalent of 37 coins with 12 service coins 
added will be equivalent to 49 coins. 


5)Accordingr to the COIN TO CREDIT setting*, 6 coins 
make 1 CRED I T , t h e r e f o r e , t h e equivalent of 49 
coins equals 8 and one sixth CREDITS. 
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©BOOKKEEPING 

This test mode allows each of the CREDIT/TIME/ 
GAME data to be ascertained. 



(A) COIN CHUTE #1~#4 

Number of times each COIN CHUTE is actuated. 

Note that CHUTE #3 and #4 or #4 alone may not 
be displayed depending* on the settings as 
regards CABINET TYPE in the GAME ASSIGNMENTS 
and COIN CHUTE TYPE in the COIN ASSIGNMENTS). 

(B) TOTAL COIN 

1 Total number of times the COIN CHUTE is actuated. 

(C) COIN CREDIT 

Number of CREDITS registered by COIN insertion 
only. 

(D) SERVICE CREDIT 

The SERVICE SWITCH usage frequency. 

(E) TOTAL CREDIT 

Total number of CREDITS. 

(F) NUMBER OF GAME 
’Total number of games. 

(G) TOTAL OP. TIME 

Total time the machine is energized. 

(H) TOTAL GAME TIME 
Total game playtime. 

(I) AVERAGE GAME TIME 
Average game playtime 

(J) LONGEST GAME TIME 

i Longest game playtime. 

(K) SHORTEST GAME TIME 
Shortest game playtime. 

(L) UTILIZATION FACTOR 

TOTAL GAME TIME/TOTAL OP. TIME displayed as 
percentage (%) . 


Press the TEST button to proceed to the next page. 
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Pressing: the TEST button causes the following: 
screen to appear! 


BOOKKEE, I NG 

2/2 


TIME HISTOGRAM 

0M00S-0M29S 

0 


0M30S-0M59S 

0 ■ 

'» ' • ' 

1M00S-1M29S 

0 


1M30S-1M59S 

0 


2M00S-2M29S 

0 


2M30S-2M59S 

0 


3M00S-3M29S 

VO: 


3M30S-3M59S 

0 


4M00S-4M29S 

0 ' 


4M30S-4M59S 

0 


5M00S~9M59S 

0 


OVER I0M00S 

0 


AVERAGE 

SCORE 

0 

HIGHEST 

SCORE 

0 

LOWEST 

SCORE 

0 

PUSH TEST 

BUTTON 

TO EXIT 


(A) 


(B) 

(C) 

(D) 


(A) TIME HISTOGRAM 

Game frequency by fame hours. 

(B) AVERAGE SCORE 
Averafe fame score. 

(C) HIGHEST SCORE 
Highest game score. 

(D) LOWEST SCORE 
Lowest game score. 


Pressing the TEST button causes the MENU to return 
on to the screen. 
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©BACKUP DATA CLEAR 

Clears the contents of BOOKKEEPING. 


V . T/di ftll> i m\ - - r. 

BACKUP DATA CLEAR* 

\ 

. >.'i’ l:yf; j i : ::v , .'V/ 

: • z* ' i ?,l. / Ci N:- • \V 

, ■ ■< :■ .{ 010 /-.-/ ' .-S / 

-, v ycrY il® f ‘ T .Uib»-r ' 
■■ = • ;'fl . j >A'TT/. <••. - 

-►NO 

>n Haa ^ui j^;. 5 r(j o 


017 , ? - "*! '>1 t.i ;Ut;V' ’ . - •• U -1» if-r • ••/ 

SELECT BY SERVICE BUTTON 
AND PUSH TEST BUTTON 

Mi 


r !, n'vo..' i*. 




'• V y.‘> 


Wh ’ e e ? r th y . b r i R ? tip “YES" ,a n d when not clear 
^ y us *ns the SERVICE SW, and then push 
the . TEST button. 

I . 'u , til 1 ' ' •• - ' ■ y.irfm ■ 7 ..i 

When clearing has been finished, “COMPLETED” wi I 
be displayed. . 

... 'hi?, or, A .-3| f 

P r e s s"l n s the TEST button will have the MENU ret 

o n> •• t -o’! the screen. •••* ' -x;-. ' • ai 


i 


i n g , 


r n 


- 29 - 




Function Testing 


Handling 


Functionally test the game by: 

a. VERIFY that coin drops register proper credit/s and the COIN METER 
OPERATES. 

b. VERIFY that the proper number of lives is given for each CREDIT 

c. VERIFY that the JOYSTICK MOVES the player left, right, and down. 

d. VERIFY that each MAGIC BUTTON functions. 

e. VERIFY that each JUMP BUTTON functions. 

f. VERIFY that each ATTACK BUTTON functions. 

Locate the Kit SERIAL NUMBER STICKER and FCC STICKER. Install these 
stickers on the rear of the game cabinet, (see figure 1) 

When installing and removing the IC Board, make sure that the cabinet's main 
power is OFF. 

Foreign matter, including dust on the IC Board, may cause malfunctioning (short 
circuit, combustion, etc..., due to the Board’s generation of heat) to occur. 
Therefore, keep the IC Board surfaces clean. 

Completely perform the connections of the IC Board's and other item’s connectors. 
Insufficient connector insertion may cause the IC Board to be damaged. Therefore, 
pay careful attention to this point Also, for the IC Board circuit inspection, only 
the usage of logic testers is permitted. The use of a tester is not allowed, therefore, 
also be careful of this point. 

The SYSTEM 32, when used without the SHIELD CASE, may have a radio wave 
fault. Therefore, be sure to utilize the ancillary SHIELD CASE. Sould any 
problem arise when the above mentioned SHIELD CASE is not utilized, Sega will 
not be held responsible whatsoever. As such, pay careful attention to this point 

The contents of the product herein described are subject to change without notice. 
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GOLDEN AXE The Revengre of DEATH=ADDER 

IC LOCATION 

ROM NUMBER 

MAIN WORK 

1 

I C 

9 

EPR-1 5145 

2M 


2 

I c 

1 8 

EPR-15146 

2M 

MAIN 

3 

IC 

8 

EPR-14957 

1M 

PROGRAM 

4 

I c 

17 

EPR— 14960 

1M 


5 

IC 

24 

MPR-14942 

8M 


6 

IC 

3 4 ; 

MPR-14943 

8M 

SOUND 

7 

I c 

35 

MPR-1 4944 

8M 


8 

IC 

36 

EPR- 14945 

1M 


9 

I c 

5 

MPR-1 4947 

16M 

SCROLL • 

: 1 0 

I c 

1 4 

MPR-1 4948 : 

1 6M 


LI 

I c 

25 ' 

MPR-1 4956 

1.6M 


12 

IC, 

26 

MPR-14955 

1 6M 


13 

IC 

27 

MPR-14954 

16M 

• v . • . ^ 

14 

I c 

28 

MPR-1 4953 

16M 

OBJECT 

15 

I c 

29 

MPR-1 4952 

1 6M 


16 

I c 

30 

MPR-1 4951 

1 6M 


17 

IC 

31 

MPR-14950 

16M 


18 

IC 

32 

MPR-1 4949 

716M : 


ROM BD 

No. 

833-8933-01 
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No Raster/No Video 
-Check A.C. line cord 
-Check line fuse 
-Check monitor brightness 
-Check power switch and/or interlock switch 
-Check all solder connections on line filter and transformer 
-Check for proper orientation of the 56 pin PCB connector 
Raster/No Video 

-Check all PCB to monitor connections 
-Check power supply voltage on PCB 
No Video/ Game sounds can be heard 
-Check monitor brightness 
-Check all PCB to monitor connections 
Incorrect Colors 

-Monitor needs degaussing 

- -Check for proper wiring between PCB and monitor 
-Check monitor adjustment and adjust if necessary 
Wavy Picture 

-Check monitor ground is properly connected to monitor 
-Be certain sync inputs are properly connected to monitor 
-Check horizontal hold adjustment 
Vertical Roll/Horizontal Tear 

-Check horizontal and/or vertical hold adjustments 
-Check for proper wiring of sync from PCB to monitor 
No Sound 

-Check volume control potentiometer adjustment 
-Check for + 12 volts on edge connector of PCB 
-Check wiring from PCB to speaker 

-Check speaker for low resistance between the " + " and " - " tabs 
Bad Sound 

-Check wiring to speaker for bad solder connections. 

-Check sound with another speaker 
No Switch Input 

-Check ground connection to switch/es 
-Check wiring between PCB and switch/es for proper connection 
-Check switch/es with an ohm meter to verify proper operation 
Switch Operates Incorrect Function 

-Check wiring between PCB and switches for proper orientation 
-Check wiring for shorts between switch inputs 
No Coin Meter 

-Check wiring to coin meter 

-Check that + 5 volts is on + side of meter 

-Verify a + 5 volt meter is used 

When coin switch is made and meter pulses, the screen blanks out 
and/or game resets. 

-Verify that a meter with a diode is used 

-If no diode is built in meter a 1N4004 can be used across the meter.Cathode to 
V side of meter and anode to "-"side of meter. 
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WIRING FOR COIN METER 


6 

'•bn 

M 


TO POWER SUPPLY +5V 

' ! ,r 

TO 56P 8 (Jamma) 


FIGURE 5 
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